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ABSTRACT 
 
The objective of this paper is to look at how to 
make e-Learning more effective and enjoyable 
for our students. The ‘Opening’ to this paper 
looks at what not to do and why. Then some 
‘Basics of the Learning Process’ are reviewed 
so everyone is starting from the same 
understanding of the learning process. This is 
followed by a discussion of some of the 
‘Fundamentals of e-Learning’. Next the 
‘Concepts of u-Learning’ are examined. To 
enable us to make use of both approaches this 
paper moves onto to discussing ‘How to bring 
u-Learning into e-Learning’. This results in the 
‘Top Ten Hot Tips for e-Learning’ which will 
be useful to everyone involved in e-Learning as 
a checklist and standard by which to measure 
e-Learning resources. 
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1) INTRODUCTION 
1.1 Ski School  
 
About 30 years ago I decided to challenge 
myself to ski. Therefore, I packed my bags and 
flew to Switzerland for a holiday and joined ski 
school. There we were given lots of rules how 
to ski. Then we practiced and practiced on the 
nursery slopes. It did not look very elegant. In 
fact they took a video of me. Can you guess 
what it showed? It showed wobbly knees – yes 
I was so worried about concentrating on all the 
rules how to ski and afraid of falling on what 
was only a nursery slope with a slight incline 
that this obstructed the messages from my brain 
to my limbs to tell them what to do. The result 
was a very faltering skier. Many years later I  
have learnt what was wrong, and I am going to 
tell you later – a good storyteller always keeps 
something for later. Back to the skiing, well I 
thought there had to be a better way. Therefore 
I looked around for an easier way to learn. That 
is when I discovered the inner game. What is 
the inner game? The inner game is focusing on 
enjoying an activity and because it is 
interesting we unconsciously try hard and 
achieve. With the inner game I was able to ski 
gracefully down even the intermediate ski 
slopes. Leave those steep, dangerous black ski 
slopes for the heroes. Perhaps you would like to 
know more about the inner game and how it 
helps you to learn. To do so you will have to 
read on, and all will be revealed. This could 
change your lifelong learning too.  
 
1.2 Identifying what is wrong 
First we will give you two examples that occur 
everyday in schools around the world. Your 
task is to find out what is wrong with them. 
Example 1 
o Please open your grammar books at page 
58 and do exercises 3 and 4.  
o When you have finished please put your 
books quietly on my table for marking. 
o While you are doing your work please be 
quiet. 
What is wrong? 
Example 2 
o Now listen to this and remember. 
o There are simple sentences, compound 
sentences and complex sentences. 
o Simple sentences can have a compound 
subject and / or a compound verb. 
o Good English has a mixture of all of 
these. 
o You will be tested next lesson. 
What is wrong? 
 
Answers to the above quiz 
o It is boring 
o Students learn very little 
o Not interesting to learn 
o One chance to learn 
o Limited by time 
o Students do not do activate knowledge 
o No interaction 
 
1.3 How to fix it 
Can it be better? Yes it can! However, you are 
going to have to read the rest of this paper to 
find out. 
 
1.4 Objective(s) 
o You will know how to make e-Learning 
more effective and enjoyable for your 
students 
o Hidden agenda – You will know ten 
secrets of inner game learning to apply 
to e-Learning 
o Subliminal hidden agenda – You will be 
a better learner, so in turn your 
students will become better learners. 
 
1.5 Revealing the secrets of learning 
This is how I am going to reveal the secrets of 
accelerated learning using inner game 
techniques applied to e-Learning. 
o Basics of the Learning Process 
o Fundamentals of E-learning 
o Concepts of U-learning 
o How to bring U-learning into E-learning 
o Top ten hot tips for E-learning 
Yes, by the end of this paper you will have ten 
secrets of how to fast track students with 
supercharged e-Learning. 
 
You may already be thinking this does not read 
like those boring academic papers I am used to 
reading. You are right, it does not read like 
them, because I have already started to play the 
inner game with your mind to engage you to 
read and know and use this paper. 
 
2) UNDERSTANDING THE LEARNING 
PROCESS 
 
2.1 The Basics of the learning process 
You expected us to just tell you this. No, it is 
not that easy. First you have to do a quiz, and 
then all will be revealed.  
 
2.2 Learning quiz 
 
2.2.1 What is learning? 
 
2.2.2 Who is learning? 
 
2.2.3 Who is responsible for the learning? 
 
2.2.4 Why are we teachers? 
 
2.2.5 What is our role? 
 
2.2.6 Why are we here? 
 
2.2.7 What do we want? 
 
2.2.8 Where are we coming from? 
 
2.2.9 Where should we be going? 
 
2.2.10 Where are we now? 
 
Do not turn the page until you have answered 
all the questions. 
 
(Smart inner game activity – get your students 
to write your paper for you.) 
2.3 New knowledge about learning 
80% of our knowledge about how the brain 
works has been realised in the last 30 years1. 
This quotation is from Alistair Smith the UK’s 
leading trainer in modern learning methods, 
creator of the Accelerated Learning Model and 
learning consultant to the English Football 
Association. 
 
2.4 What is learning? 
Here are some examples from our experience 
teaching English. 
o IT IS NOT – conscious effort to 
remember grammar, rules and 
vocabulary – this is what the brain does 
badly. 
o IT IS – subconciously picking up a 
language without being aware that 
anything has happened, knowledge is 
stored automatically – this is what the 
brain does well. 
This is based on 30 years of dedicated research 
by Dr. Stephen Krashen, Emeritus professor of 
Education at the University of Southern 
California2. 
 
2.5 Theory about how we understand 
More examples from teaching English2. 
o We get knowledge when we understand 
meaningful messages from activities that 
contain the knowledge we need 
o Effortless – no work 
o Automatic – given activities designed to 
provide input you must get the new 
knowledge – you have no choice 
 
2.6 Theory about the conscious brain as editor 
Examples from teaching English2 – why 
teaching grammar rules and vocabulary does 
not work. 
o Consciously learned knowledge is only 
available in the brain as an editor 
o We have to know the rules 
o We have to think what is correct 
o We have to do it in time 
o Weak but not useless 
Existing  Editor rules 
Knowledge 
Base    Output  
The grammar rules and vocabulary do not help 
us create language, they only help us to edit it. 
To create knowledge we need input from 
meaningful messages in learning activities 
with the required knowledge.  
2.7 Filters to learning 
These can affect / stop the brain receiving 
knowledge: lack of motivation, anxiety, low 
self-esteem2. 
   Lack of 
New   motivation 
Knowledge Anxiety 
  Low self-esteem 
 
From this we can deduce the need to create 
learning activities that motivate students, build 
self-esteem and reduce anxiety. 
 
2.8 What we need to do? 
o Create learning activities that are 
motivating for students, because they are 
interesting / enjoyable 
o Use continuous project / task based 
assessment that checks if students can do, 
not examinations that check if students 
can remember 
o Build students’ self-esteem – do not put 
them down 
This is a summary of the conclusions of Alistair 
Smith the creator of the Accelerated Learning 
Model1. 
 
2.9 Who is learning? 
Actually, we all never stop learning. Our 
students are learning new knowledge and we 
are learning how to help them discover that 
new knowledge for themselves. Discover, 
because our interesting learning activities 
create the messages that will automatically be 
added to and integrated with the students’ 
existing knowledge base. 
 
2.10 Who is responsible for the learning? 
Our students are responsible for their learning. 
We provide the learning resources, guidance 
and encouragement that enables our students to 
learn. 
 
2.11 Why are we teachers? 
Choose the answer(s) that best suit you for 
those given below: 
o We are expected to encourage learning 
o We have to control the learning process 
o We need to check learning is taking 
place 
o We enjoy doing it 
o We are paid to do it 
 
2.12 What is our role?  
Guide our students’ learning  
                       or  
Give knowledge to students to remember 
 
The first produces first class results and the 
second produces second class results2. 
 
John Graystone in the British Educational 
B
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Research Journal concluded a dynamic model 
of the teacher in a resource based learning 
environment who has the authority to impart 
socially valued knowledge by involving the 
students in tasks by managing the learning 
environment3. Students acquire knowledge that 
is imparted by the teacher by meaningful tasks 
and relevant resources in a conducive learning 
environment that support and encourage 
learning. 
 
2.13 Why are we studying this paper? 
o To get new ideas about e-Learning 
o Find out what are the new ideas? 
o Add the ideas of u-Learning to our 
current ideas of e-Learning to get a 
synergetic result from the power of 
combining them. 
 
The result supercharged e-Learning – that is 
what you want isn’t it? 
 
2.14 What do we want? 
o We want to be good teachers 
o We want good students 
o To achieve both these goals we need - 
o           Good resources 
o           Support from above 
 
2.15 Where are we coming from? 
The classical model of teaching where students 
are passive instead of active receivers of 
knowledge: 
o A tradition of: 
o      Listen, Learn and Remember 
o      Practice with dull exercises that are            
     easy to mark with an answer key 
o      Students tested with examinations 
     that check what a student  
     remembers, not their ability to do. 
The Elton report reaffirmed by the Bulford 
project stated that academic work needs to be 
more winnable4. 
Ability to do should be tested by project / task 
work 
 
2.16 Where should we be going? 
Alistair Smith proposed that motivated learners 
in the Accelerated Learning Model demonstrate 
the 5R’s of students which are Resilient, 
Resourceful, Responsible, Reasoning and 
Reflective5. To achieve this we create learning 
tasks and resources in which: 
o Students discover knowledge for 
themselves by doing project / task 
activities 
o Knowledge is activated with enjoyable 
activities that encourage learning 
o Student assessment is ongoing by 
students participation and achievements 
in project / task activities we present to 
them. 
 
2.17 Where are we now? 
Learn new methods to fast track learning. 
o Are we happy with our student 
performance?  
o Do we think our students could do 
better? 
o New opportunities 
o e-Learning helps us to guide student 
learning continuously and consistently 
o u-Learning helps students to learn 
automatically without conscious effort. 
 
Read on to find out how to put these exciting 
learning opportunities together to supercharge 
our students’ learning. 
 
2.18 What is happening on the education 
horizon around us? 
The education horizon presents many new 
challenges and opportunities to help us enhance 
the learning of our students. Here are some of 
the exciting things that are going on around us 
that you may be able to take advantage of: 
o The movement to provide equal 
opportunities for females and males to 
learn. 
o The use of Information technology to 
make knowledge resources more 
accessible. 
o The advent of the communication age 
makes sharing of knowledge more 
practical and efficient. 
o The u-Learning revolution to apply the 
inner game learning concepts to the 
classroom. 
o The e-Learning revolution to use 
electronic learning to enable students to 
revisit their learning anytime. 
o The student centred movement which is 
a development of the inner game 
learning concept to focus learning on 
student achievement through activities 
and project / task work. 
o The application of project/task based 
learning to engage students in 
projects/tasks in which learning takes 
place automatically. 
 
In this paper we will look at some of these in 
more depth to discover how they can help us. 
 
3) FUNDAMENTALS OF E-LEARNING 
 
3.1 What is e-Learning? 
Enabling our students to learn when and where 
they want at their own pace by using 
Information and Communication Technology to 
guide their learning 
 
Summarised from the Wikipedia definition of 
e-Learning6. 
 
3.2 What happens with e-Learning? 
o Teacher is not with student 
o Student becomes totally responsible for 
their learning 
o Student can revisit learning as many 
times as they want until they understand 
o Student needs self-motivation or 
encouragement from the learning media 
o Students may collaborate to share their 
e-Learning experiences 
 
3.3 Why use e-Learning? 
o e-Learning appeals to the computer 
generation (but not necessarily to the 
older generation) 
o e-Learning lets students work at their 
own pace 
o e-Learning lets students learn when and 
where they want 
o e-Learning means students can learn 
who otherwise would not have any 
opportunity to learn 
o e-Learning compensates for the different 
speeds at which students learn 
o e-Learning makes quality education 
affordable 
o e-Learning has less environmental 
impact 
 
The last two benefits come from the Wikipedia 
article on e-Learning6. 
 
3.4 How we used to teach in the past 
o We painstakingly made overhead 
projector slides which we kept from year 
to year 
o We showed the overhead slides (which 
often required lights to be dimmed) and 
lectured 
o Sometimes we arranged a tutorial or a 
lab to help students practice 
o Then we set homework to see if the 
students understood 
 
Did our students learn?, – very slowly and then 
they forgot after their examinations! 
 
3.5 How we teach now 
o We create Powerpoint presentations 
which we keep from year to year  
o We might need a technician to set up all 
the technology in the classroom 
o We give students assignments to do 
(often in groups) to practice 
o We test students to see if they understand 
 
Do our students learn?, – well yes, better than 
before! 
 
3.6 How we can make things better with 
e-Learning 
o Create e-Learning modules that enable 
students to learn independently of the 
teacher 
o Create a monitoring system to check 
students’ progress  
o Create a feedback system to enable 
students to ask questions 
 
3.7 The challenges of e-Learning 
o To motivate students to learn 
o To make the learning material 
interesting 
o To build self esteem 
o To enable students to actively use 
knowledge 
o To enable dialogue with students with 
problems 
o To enable students to share learning 
experiences (as happens now in the 
classroom) 
o To continuously monitor students 
progress 
 
How can we do all this successfully? Read on 
to find out the secrets! 
 
4) CONCEPTS OF U-LEARNING 
 
4.1 What is u-Learning? 
U-learning involves creating learning activities, 
tasks, projects and resources that encourage 
students to discover learning themselves 
without consciously realising they are learning, 
so that they learn automatically and 
independently. 
 
Since there is a lot of confusion among scholars 
and researchers about what u-Learning is I 
have created my own definition above which is 
inspired by: 
 
Ubiquitous – seeming to be in all places  
Learning – the activity of obtaining knowledge 
From the Cambridge English Dictionary 
Online7.  
 
According to Associate Professor Hiroaki 
Ogata Dr. Eng. at the University of Tokushima, 
Japan the features of ubiquitous learning are8: 
o Permanency: Learners can never lose     
their work unless it is purposefully       
deleted.  
o Accessibility: Learners have access to    
their documents, data, or videos from any
where.  
o Immediacy: Wherever learners are, they  
can get any information immediately 
o Interactivity: Learners can interact with e
xperts, teachers, or peers in the form of s
ynchronous or asynchronous communicati
on.  
o Situating of instructional activities: The  
 learning could be embedded in our daily
 life.     
o Adaptability: Learners can get the right  
 information at the right place with the   
 right way. 
 
Ubiquitous learning from the Ubiquitous 
Learning Institute at the University of Illinois. 
“Ubiquitous learning is ideas without barriers, 
inspiration without limits, innovation without 
boundaries”. 
“Ubiquitous learning requires no less than a 
fundamental reinvention of the science of 
education for our modern society”9. 
 
Some researchers confuse u-Learning with 
m-Learning – learning resources for mobile 
deviced like PDA’s. Others confuse u-learning 
with u-Computing. However, both of these are 
simply applied subsets of the overall concept of 
u-learning. Please note that none of the above 
references restrict u-Learning to m-Learning or 
u-Computing. 
 
4.2 The scope of u-Learning: 
This is an overall term for several practical 
approaches to learning which are 
complementary and have the following 
characteristics: 
o Enjoyable, Interesting, Motivating 
o Picture, Sound, Action – multiple brain 
links 
o Build students’ self-esteem 
o Student centred 
The result – learners can achieve far more than 
is currently possible for them 
These ideas are a summary of Alistair Smith’s 
work1. 
 
Other related terms which may be used – 
accelerated learning, active learning, 
comprehensible input and, student centred 
learning. 
 
4.3 How to boost learning and make it far more 
effective than before 
When we combine the following concepts 
explained in this paper: 
o Theory of understanding 
o Theory of the conscious brain as editor 
o Filters to learning 
o Accelerated Learning Model 
o Triune Brain (coming soon) 
o Memory and Sleep (coming soon) 
we get the following ways to boost the 
learning of our students: 
o Make it interesting 
o Include interaction 
o Incorporate doing 
o Develop good emotions – build self 
esteem 
o Activate learning 
o Recycle learning 
o Revisit learning 
 
4.4 Why use u-Learning? 
The need for u-Learning came out of the work 
by Paul McLean Associate Professor of 
Physiology at the Institute of Physiology in 
Zurich, Switzerland and Senior Research 
Scientist Emeritus at the United States Institute 
 This is a simple model of the brain. 
 The thinking part of the brain does not 
control long term memory. 
 The emotional part of the brain 
controls long term memory 
 
of Mental Health on the Triune Brain10. 
 
Here is a simple model of the Triune Brain 
 
 
 
 
 
 
 
 
 
 
The outcome of this research is that you cannot 
consciously order the brain to learn anything. If 
real learning takes place, it is an unconscious 
emotional response to how interesting and 
enjoyable the learning process created by the 
teacher is. Therefore by creating interesting 
learning activities which stimulate the 
emotional part of the brain learning takes place 
automatically. 
 
4.4 Learning and memory 
o When we learn, we think and put 
knowledge into short term memory. 
o We cannot order knowledge into long 
term memory. 
o When we have a good emotion about our 
learning knowledge will be put into long 
term memory 
o Our learning activities must build a good 
emotion in our students 
 
4.5 What happens when we learn? 
 
As we learn connections are made in the brain.  
 
If we do not set up a lot of connections in the 
brain, when we sleep the brain automatically 
clears out the weak connections. 
 
 
 
 
These discoveries are the result of modern 
research using Functional Magnetic Resonance 
Imaging (fMRI) to non-invasively study how 
sleep affects learning11. Jeffrey Sutton Assistant 
Professor of Psychiatry at Harvard University 
found that the brain consolidates  information 
learned during the day. He stated this process 
could include discarding what the brain 
considers junk mail, as well as making new 
connections between brain cells. He called this 
unsupervised learning12. 
 
4.6 Creating learning links 
Tony Stockwell author of Accelerated Learning 
in Theory and Practice and The Learning 
Revolution says, “To learn anything fast and 
effectively, you have to see it, hear it and feel 
it13.”  
o As well as our students learning 
meaning they need to have mental links: 
o Picture – help students to visualise, so 
add pictures to link words visually 
o Sound – add sound to learning material        
(not just words on a screen) 
o Action – have something for students to 
do with the learning – puzzle or game 
 
Do your e-Learning modules have all of these? 
 
4.7 What is different about u-Learning? 
Modern u-Learning is applying modern 
methods to the way we used to learn before we 
formalised teaching. u-Learning has a very long 
history. 
THINKING –                  
short term memory 
 
EMOTION – long term 
memory 
 
 
AUTOMATIC -           
physical 
o Our content  
o      Exciting / Interesting / Funny 
o      Interaction 
o      Building self esteem 
o      Activate learning 
o      Create multimedia links in brain 
 
4.8 We >>> Them >>> Us – changing the way 
we create learning for students 
Peter Kline in his book ‘The Everyday Genius’ 
says, “Learning is most effective when it is 
fun14.” To change our content to appeal to 
students we have to go back and try to think 
like a student again. In this way we can make 
our learning activities and resources student 
centred on what students will achieve – a 
results orientated approach to teaching which is 
student based.  
o Try changing sides 
o Imagine you are a student again 
o Imagine you are studying your lesson 
o How do you feel? 
o Is it exciting? Is it interesting? Is it 
enjoyable? 
o If the answer to any of these is no, 
maybe we need to make some changes 
o Make our learning student centred 
 
4.9 How we view our lesson 
o Teacher centred 
o Goal – what we want to teach the 
students 
o Example – How to make an 
appointment 
o Student centred 
o Goal – what we want our 
students to know by the end of 
the lesson 
o Example – Students will be able 
to make appointments with their 
friends in English 
 
Student centred learning is not giving lots of 
problems or homework15! 
 
4.10 What is student centred learning? 
Student centred learning focuses on the needs 
of students rather than those of others involved 
in the educational process, such as teachers and 
administrators. For instance, a student-centred 
course may address the needs of a particular 
student audience to learn how to solve some 
student-related problems using some aspects 
of mathematics. In contrast, a course focused 
on learning mathematics might choose areas of 
mathematics to cover and methods of teaching 
which would be considered irrelevant by the 
student. Student-centred learning, that is, 
putting students first, is in contrast to existing 
teacher-centred lecturing. Student-centred 
learning is focused on the student's needs, 
abilities, interests, and learning styles with the 
teacher as a learning facilitator or coach. This 
teaching method acknowledges student voice as 
central to the learning experience for every 
learner. Teacher-centred learning has the 
teacher at its centre in an active role and 
students in a passive, receptive role. 
Student-centred learning requires students to be 
active, responsible participants in their own 
learning16.   
o Provide students with an interesting task 
that is challenging for them with their 
existing knowledge 
o Provide resources for them to discover 
new knowledge to help with the task 
o Guide the students to discover 
knowledge for themselves 
o Help students to consolidate and 
integrate the new knowledge 
 
4.11 What are student centred resources – how 
are they different? 
o Students are presented knowledge 
o Students are guided to use the 
knowledge in a controlled and 
monitored activity with praise and 
feedback 
o (If students get something wrong they 
need to know what is right) 
o Students are challenged by activities to 
use / produce knowledge in a situation 
such as a learning puzzle or game 
 
4.12 Are your lessons student centred? 
The Royal Melbourne Institute of Technology 
(RMIT) has a very useful 46 point checklist to 
use to check if your learning activities and 
resources are student centred17. Here is my own 
simplified checklist which you can use to get 
you started creating student centred u-Learning 
activities and resources. 
o Do you start with the desired student 
ability and work back from this to create 
activities to acquire the ability? 
o Do you activate new knowledge with 
interesting tasks using the knowledge? 
o Do you recycle and revisit knowledge? 
o Do you actively build self-esteem? 
o Do you create activities that will make 
learning enjoyable? 
 
4.13 Inner Game Learning 
o What is the inner game?  
o The inner game is focusing on enjoying 
an activity, and because it is interesting 
we unconsciously try hard and achieve.  
o How can we apply this? 
o Make learning a game. 
 
4.14 Practical application 
These ideas have been practically applied by 
the writer over five years on the Go 
International with English project of the 
Continuing Education Centre of Chulalongkorn 
University. They represent the philosophy of 
learning followed on this project. The success 
of these ideas is attested to by the fact that after 
finishing a course the majority of the students 
voluntarily reapply for another course. 
 
5) HOW TO BRING U-LEARNING INTO 
E-LEARNING 
 
5.1 Bringing the experience from u-Learning 
into e-Learning 
Bringing these learning modes together enables 
us to enrich our e-Learning and increase its 
effectiveness, as well as building motivation in 
the student to learn by making the learning 
process enjoyable and the learning 
automatically takes place. In order to create 
e-Learning the writer applied u-Learning 
principles to the creative design of the 
e-Learning resources. 
 
This is a combination of the cognitive and 
emotional approaches to learning as defined by 
Wikipedia5. 
 
5.2 What we can do 
This is the main part of this paper. It give you 
practical advice how to merge the concepts of 
u-Learning with e-Learning to maximise the 
learning potential for our students. Here is the 
advice: 
o We need to make our e-Learning 
modules multimedia 
o To do this we build into every module: 
o Presentation of new knowledge 
o Links with existing knowledge 
o Pictures to link with words 
o Sound to support context 
o Action – enjoyable activities for   
students to do something with 
the new knowledge 
This is based on the popular Visual Auditory 
Kinesthetic (VAK) Learning Styles18. 
 
5.3 We can reinforce learning in our 
e-Learning resources 
To enhance learning we can recycle and revisit 
knowledge. Recycling means providing 
knowledge from several perspectives in a 
variety of activities and resources. Revisiting 
means coming back to the knowledge several 
times to refresh, reinforce and renew it19. 
o We need to recycle knowledge 
o Recycling knowledge means we present 
it several times, each time in a new 
context.  
o The more the brain gets knowledge 
refreshed in a new context the more it 
understands and remembers it. 
o We need to revisit knowledge 
o Revisiting knowledge means we keep 
coming back to it an using it again and 
adding to it 
o Later modules use knowledge from 
earlier modules 
o This enables the brain to link new 
knowledge to existing knowledge 
 
5.4 How we can support learning in our 
e-Learning resources 
Nathaniel Branden has done a lot of work on 
the value of self esteem to inspire students to 
achieve more20. 
o We need to build self esteem in our 
students 
o Building self esteem creates a good 
emotion which automates the learning 
process 
o Building self esteem makes students self 
motivated 
o Create student centred e-Learning 
materials 
o Start with what new knowledge the 
students will be able to use by the end of 
the learning module 
o (Note use – not know – they are different) 
o Ensure every activity in the e-Learning 
module works towards achieving this 
 
5.5 How to design our e-Learning resource to 
build self-esteem 
o To build self esteem: 
o Continuously monitor students 
work as they progress through 
modules as part of the E-learning 
module 
o Give praise by sound and pop up 
boxes regularly to encourage 
students 
o Keep comments positive – build 
students up – do not put them 
down. 
 
6) TOP TEN HOT TIPS FOR E-LEARNING 
This is the bet part of the paper. 
1) Start with a student centred aim 
2) Create learning activities that support 
achievement of the aim 
3) Link new knowledge to old knowledge 
4) Make those learning activities multi-media – 
picture, sound and doing activities 
5) Monitor students progress throughout the     
e-Learning module – not just at the end 
6) Continuously praise students efforts with 
words and sound as they progress through an 
e-Learning module 
7) Have a feedback system for students to raise 
questions, problems and suggestions 
8) Recycle knowledge in new contexts 
9) Revisit knowledge to refresh it 
10) Each module should include activities which 
present, guided practice and produce 
knowledge 
 
7) CONCLUSION 
The result of following the ten top tips for 
e-Learning will be Sanook – happiness, and 
Serendipity – joint success for you, your 
students and your organisation. 
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